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DVD STOP EMERALD 
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ABOUT PHOTOSENSITIVE SEIZURES 

A very small percentage of people may experience a seizure when exposed to- 
certain visual images, in eluding flashing lights or patterns thai, may appear in 
video games. Even people wlio have no historj' of seizures or epilepsy may have an 
undiagnosed oocdition that can cause tliese "photosensitive epileptic seizures" 
while watching video games. 

These seizures may have a variety of symptoms including: lightheadedness, 
altered vision, eye or face twitching, jerkitig or shaking of anus or legs, 
disorientation, confusion, or motnentary loss of awareness. Seizures may also 
cause loss of consciousness or convulsions that can lead to injury from falling 
dowu or striking nearby objects, 

luimediatelj'' stop playing and constdt a doctor if you experience any of these 
symptoms. Parents should watch for or ask their children ahout the above 
symptoms — children and teenagers are more likely than adults to experience 
these seizures. 

The risk of photo.sensitive epileptic seizures may be reduced by sitting farther from 
the television screen, usmg a smaller television screen, placing in a weU-ht room, 
and not playing when you are drovrey or fatigued. 

If you or any of your relatives have a liistorj'" of seizures or epilepsy, consuSt a 
doctor before playing. 

OTHER IMPORTANT HEALTH AND SAFETY INFORMATION 

The Zbox® Instruction Manua! contains important health and safety information 
that you should read and understand before using this software, 

AVOID DAMAGE TO YOUR TELEVISION 

Do not use with certain televisions. Some televisions, especially front- or rear-projection 
types, can he damaged if any \ddeo games, including Xhox games, are played on them. 
Static images presented during the normal course of game play nia^' "bum in" to the 
screen, causing a permanent shadow of the static image to appear at all times, even 
when video games are not being played. Similar damage may occur from static images 
created when placing a wdeo game on hold or pause. Consult j-our television o'STier's 
manual to determine if video games can be played safely on your set If you are unable 
to find tills information in the owner's manual, contact your television dealer or the 
mannfecturer to detennme if video games can be played safely on your set. 
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STUBBS ON FOOT: 




POSSESSED HUMAN ON FOOT: 






Richest Man has captivated the globe. Using experimental technology developed 

by an army of scientists and engiaeers, Monday has created a fully-itmctional City 
of the Fiitiire, complete with liovering cars and robot labor. The gates of 
Punchbowl have been thrown open as Andrew Monday invites the world to see his 
vision of the future. 

At the same time, something stirs beneath Punchbowl... an ex-traveling salesman 
about to embark on a new career as a brain-eating zombie. At last, Stiibbs has i ' 
found his calling. 
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In 1933, Edward "Stubbs" Stubblefield was just another traveling salesman trjdng 
to eke out a living. Only one thing stood between him and success: an unbroken 
streak of bad luck dating back to his birth, Stubbs couldn't seE ice cream in the 
Sahara - and he sure couldnt sell life insurance during the darkest days of the 
Great Depression. Speaking of depression, Stubbs' miserable life caroe to its 
logical conclusion one hot summer night when a prospective customer unloaded a 
shotgun into Stubbs' belly and buried ,.^,..,;. ^ ^ --ns^, 

him in an unmarked grave in the 
remote Pennsylvania countryside. 

How it's 1959 and that same 
countryside is covered bj' the steel and 
plastic wonderland that is Punchbowl, 
Pennsylvania. Punchbowl is the 
brainchild of billionaire playboy 
industrialist Andrew Monday, whose 
rise from poor orphan to World's 






MAIN MENU 

One Player - This option allcfws you to start or continue a single player game. 
TWO Player - This option allows you to start a two-player cooperative game. 
Settings - In this menu you can edit or delete profiles and chai^ controller settings. 

STARTING A NEW GAME 

1. Select One Player from the main menu, ' ■■ . 

2. Select Create Hew Player Profile, • - , ■ 

3. Same your profile, 

4. Select the difficulty (this can be changed for any profile) 



SAVING A GAME 

Each level contains numerous checkpoints. Each time Stufebs reaches a 
checkpoint, the game will automatically save your progress. If you die, you'll 
restart from the last checkpoint. You can also save the game manually by pressing 
the STAfiT button on the controller and selecting "Save and Quit' from the raemi. 
When you resume play, you wHl start at the last checkpoint. 



LOADING A GAME 
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1. Select One PJayer from the main screen, 

2. Choose a profile. 

3. Select a level from the game. Later levels vrill not be available until you have 
completed all previous levels. The most recent level you played will be 
selected by default, and you will start at the last save point you reached. 

If you load any previously completed levels or change the profile's difficulty on the 
last level you played, you will start at the beguming of that level, 

MUaiPLAYER 

Two plaj'crs can play through the campaip in a spht-screeh cooperative raode. 
Player 1 controls Stubbs; Player 2 controls Grubbs, a fellow travehng salesman who, 
through a series ofunfortunate coincidences, ended up in the same unmarked grave 
as Stuhbs with a similar suit and fatal stomach injuiy. LrEe sure is funny that way. 
You'll need to plug a second controller into the Xboxconsole to choose this optiou. 




Stubbs begins his new life ia the heart of Punchbowl, Pennsylvania. He doesn't 
know where he is. He doesn't remember who killed Mm, or why. Only one thing is 
certain: Stubbs is a changed man, witli new abilities... and appetites. As he roams 
the streets of Punchbowl, searching for aiLswers and brains, Stubbs can do many 
things mere mortals cannot. 

ZOMBIE STRENGTH: For a man bnned 

in soft peat for almost thirty years, Stubbs has 
remarkable muscle tone. As yon progress 
through the game, you will find that Stubbs' 
brute strength can allow access to areas that 
might otherwise be closed to yon. Simply walk 
np to a door, window, or other barrier; if 
Stubbs can smash through it, an indicator will 
appear onscreen. 

Your zombie strength also allows you to tear an aim off an enemy and use it like 
a baseball bat. This strength can only be used on people with helmets, after you 
have worn them down, or from behind on someone you've stunned with unholy 
flatulence. Approach the enemy and press the Y button to tear his arm off. 

ZOMBIE SPRINTl Slgor mortis set in long ago, so Stubbs usually moves at 
aneasyshamblingpace. Run in one direction iong enough, though, and he'll break 
into a zombie sprint. It's no foiir-nunute mile, but it's faster than walking, 

THE HAND: stubbs can detach his left 

hand, throv.'- it, and move it as a wholly 

independent character. The hand is fast, 

maneuverable, and expendable; if it is lost or 

destroyed, Stubbs can grow a new one. The 

arm is extremely fragile and vuhierable to 

attack, so stealth is reqtured to use it 

successfully Also, while controlling the hMid 

you have no control of Stubbs, so it's important 

to hide in some out-of-tiie-way comer before sending the hand out into the world. 

Apart from the cheap thrill of seh-amputation, and the possibilities for ejcploration, you 

can also use it to possess other characters in the game. - ... .;. 




POSSESSION: If yon can sneak the hand 
up on another person and clamp it onto the 
back of his or her skull, you will possess that 
person - giving you access to their weapons 
and other abilities. Because possessed 
characters are not always recognized as such 
by their friends, they are perfect for launching 
sneak attacks. A posse of angry militiamen 
hunting for Stubbs can disappear in an instant 
if Stubbs uses the Hand to possess one of them 
and turn his weapon on his friends. 

GtiT unENAOEl Appendages arent the 
only body part Stubbs can regenerate. 
Mill enou^ brain juice, Sivbhs can also regrow 
his internal organs, which are remarkably 
esplosive. The gut g-enade explodes after a few 
seconds, or cmi be remotely detonated by puffing 
the tri^er a second time. The grenade sticks to 
enemies on impact. 



UNHOLY FLATULENCE: ma. a diet 

consisting entirelj'' of hinnan brains, it's not 
surprising that Stubbs will occasionally need 
to let one fly. Apart from peehng paint off walls 
and sterilizing farm animals, it will leave 
others caught m its area of effect incapacitated 
as they gasp for breath. The fjatulence attack 
win also cause some damage to enemies close 
to Stubbs. 





SPUTUM HEAD: stubbs can pull his head off his body and roll it like a 
bowling ball. It is less than perfectiy spherical, so controlling it reqnires care and 
effort. Why risk losing jmur head at all? Because it can knock people down, and 
spit deadly zombie sputum at people while rolling; past them, infectmg them and 
turning them into zombies. At the end of the head's timed run, it explodes with a 
stronger effect than the gut grenade. The head can also be detonated remotely 
before the end of its run by pressmg the White button a second time. 




AN APPETITE FOR DESTRUCTION: 

Being a zombie, Stubbs has a strict dietaiy 

regimen: brains, and lots of 'em. Many of 

Stubbs' other abilities - the hand, the head, 

unholy flatulence and i;ut grenades - are 

dependent on Stubbs getting Ms recommended 

daily allowance of delicious brain juice. 

Generauj 3jj;.->tie'. ci\'ilia!is are wealt; Stubbs 

can ruB right up to them and press the 

Y bnttoi) to eat their brains. Other characters 

may put np more of a fight; Stubbs wiH Srst 

have to pummel them into submission before he can nibble on their noggins. When 

they start swaying and groaning, it's time to strike. If you don't want to go to all 

that trouble, it's often possible to sneak up behind a victini while they're distracted 

and press the Y button for a one -button Stealth Brain Gobble, It's also possible to 

jump up above your prey (using your Zombie Strength) and press the Y button on 

the way down to perform an Airborne Brain Eat, 

ZOMBlFICATlOKl Eating brains isnt jusl a quick foiite to a cheap meal. 

"When you MU. your opponents (whether by eating their hrams, blasting them with 
toxic ilatulence and sputum or simply beating them to death), they rise again as 
fellow zombies. They're not quite as smart or charming as Stubbs, but they have 
the same primal hunger for human brains, so you do have something in common. 
Because each converted human is one fewer enemy and one more ally, building and 
maintaining a 2ombie horde is crucial to beating the game's biggest encoimters. 
One zombie may not be enough to stop certain enemies, but tweiity zombies will 
definitely make a dent. Zombies also make escellent meat shields, providing 
moving cover for Stubbs and allowing him to close the gap on large groups of 
armed enemies. If your zombie horde is big enough, anything is possible. 

ZuMBlE uUIDANCE: Although the zombies you create will attack other 
humans when possible and generally attempt to foUow Stubbs, there are times 
when you will want to give them some guidance. If you'd like to call a group of 
zombies over to you, stand still while looking at them and press the Y button. 
Conversely, if a zombie is in your way, walk up to him and press the Y button to 
shove him in the dkecfion Stubbs is facing. Please note that some zombies may 
not respond when Stubbs whistles; remember we're talking about the mindless 
undead here. 



Stubbs never got his driver's license, but he doesn't let that stop Mm. Stubbs has a 
natural affinity for cars, trucks and motorized vehicles of just about any stripe. 
Approach any vehicle; if you can drive it, an icon will appear over that vehicle. Press 
the Y button to enter that vehicle and start the engine. You can press the Y button 
again to ezit the vehicle. Dont forget that possessed humans can also drive vehicles. 
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ARIuY JEEPl While the basic army jeep isn't 
a techiiobgical marvel, it's sturdj', reUahle, and 
carries soldiers in style witli a miimmmi of 
potential motion sickness. 




PERSHING TANKl The classic wanton- 
destruction- grade army taiik. Is there anything 
it cant blow up or crush? 




IMPAtA: The Quaker State Irregulars 
modified this tractor with a set of hastily 
mounted, yet effective pitchforks on the front 
end. It fertilizes the earth with the blood of 
their enemies - or, if there are no enemies 
around, the blood of anyone who happens to 
get in its way. 
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The information in the HUD will tell you if youTe a healthy zombie ready to kick 
ass and take brains, or if you're about to make the transition from undead to Just 
plain dead. 

HcALTHl If your health decreases, brain juice drains out of the Stufabs icon at 
the lower left comer of your screen. Tiy snacking on some locals for a quick pick- 
me-up. Stubbs'bodywill regain health on its own as long as he's not in the middle 
of a fight, so if you're close to death you may want to find a hiding place and wait 
for your second wind. This indicator will change if your hand is deiaclied or 
possessing someone. Possessed people do not regain health. 
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WEAPONSi Your four basic weapons are your head, gut grenades, hand and 
flatulence. Eatmg brains will help keep these weapons hilly charged. When the 
head mdicator is fidl and has a yellow halo, you can roll Stubbs' head. The number 
beside the stomach shows your available gut grenades (maximum of 3). When you 
possess a person who has a weapon, the weapon indicators will change to show 
tiiat weapon's remaining ammo. If you possess an enemy armed with a laser, tlie 
indicator on the right will fill up to show how close the laser is to overheating. 
■When the laser overheats, it wont fire; you'll need to wait until it cools before you 
can use it again^ 
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Who's Who In Punchbowl 



Andrew Monday 
Everyone m America knows the stoiy of 
(he o!d fanner and liis young daiie^ter 
who found baby Andrew in a picnic 
basket by the side of the road, how his 
boyish curiosity propelled him to the 
forefixml of tedmoiogioal innovalion and 
the enviable position of worWs richest 
man. Now be wants lo give iometluiig 
ba<± to the world. Punchbowl is his 
greatest triumph aad a beacon guiding the 
test of the worid toward a better fuhire. 
Mr. Modday will be available all day at 
vwkius functions all around Ifae city. 




PwKhbinrt viacta/y and aU-arovnd pyxi giiy, 
Aniivm Moniay. 



Maggie Monday 
Mrs. Monday faas made a traasfonnatioo 
almost as amazing as fliat of her son; from 
poor white trash to glamorous fashion 
model. You fcrww her as &e face - and 
voice - of countless Monday Industries 
products, Sbell be making a special 
public appearance today at the Fertile 
Crescent greenhouse, introducing her 
signature line of designer finit 



Dr. Wye 

The best German export since Albert 
Einstsin, Dr. Hermann Wye is responsible 
for many of the innovative tedmologies 
that m^ Punchbowl woric As head of 
R&D It Monday Industries, Dr. Wye was 
iBSlnimental in bringing Andrew 
Monday^ vision to life - ri^it dpwn to the 
Aggro-Gro fertilizer that keeps 
Punchbowl's grass so ludi and greec. 
Dr. Wye is oA scheduled for any personal 
appearances, but keep your eyes on the 
skies and yon may sec him flying about on 

his personal let pack! 




Polite Chief T.S. Masters 
Punchbowl has many aatom«ed 
safeguards against oime, but a modem 
police force sdll needs a human toudi. 
That's why Andrew Monday hired femed 
crimefighter T.S. Masters to serve as 
Panchbowrs top cop. Chief Masters 
prefers to work behind fiie sccoes, but hell 
make a rare personal ^pearance as 
Supreme Chapcrone at the Punchbowl, 
High Sock Hop later this week ! 
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WANTYOU 




TO JOIN 
MY MILITU 




IriVE MILES |0%WF"ES. 
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PDSCHBOWL, PEHK. POLICE DBPT. 

ATTH; Chief Masters 

EB: OpeiLing Day Sscurity Bisks 

CIVIIIAHS 

MBB - We expect a mixture of tourists and locals, all 
d-ressed for the occasion - wc expect to i&sue very few 
Improper I>resa tickets* Hen like these are generally 
unarmed and a threat to no one, though as the day goes on we 
may iiave a few instancea where one or two of them grab fiome 
kind of 'Munt ohjeot after hitting the sauce a little too 
hard. Generally, however, we expect the men of Punchtowl to 
"behave sensihly and create few disturbances, 

WOMEN - Our public Berviee messages seem to have had the 
desired effect^ polls show 9Q% of adult females coming to 
Punchbowl's opening day plan to spend it at the PunehboBl 
£4-houT beauty salon. Apparently there's a treniendous 
interest in the vihro-hot manicure. Don't think we'll have 
any trouble here. 

TEENAGERS 

trbe traditional enemy of the police. Classes at Punchbowl 
High don't start for another few weeks, so the streets will 
be clogged with them. We're taking the appropriate 
precautions, to wit: 

BOYS - We know they like fast oars, nary jane, goofballs, 
girls named Jvtdjj and rebellion. The rowdiest of the bunch 
have been known to pick up crowbars and the like and smash a 
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window or two, but that's nothing a few thousand volts 
can't fix. Bots have been progrsowed to watch out for these 
young punks shoplifting and neckins m the Punchbowl Mall. 

GIRLS - The entire force has watched the instructional 
fil,=strip "Estrus: Hormones of Heath" and are fully aware 
of the dangers presented by these youngsters. Should any 
teenage girl in Punchbowl begin sobbing uncontrollably or 
otherwise carrying on, all officers are fully prepared to 
slap them back to their senses. It's possible that these 
wayward flowers =>ay take up arms to protect the young buck 

they're dating, but this is regarded as a negligible 

threat, 

THE quASER eiATB mRaQni.AHS -^-^ "-^ 

These throwbaoks hi^ven't embraced any cultural changes i.n 
the last fift? years; rumor has it they still refuse to 
acknowledge Alaska and Hawaii as US states. Basily 
reoogni^sd by their mismatched wardrobe of faro gear and 
army/navy surplus. Thsy carry a variety of aging weapons 
that only an idiot would actually try to fire; 
unfortunately, they're all idiots. Banks in the militia 
soem to be assigned by weight. 

THIS « HIT I AMAH - These are usually the oldsst and weakest 
members of the militia, but they're spry for their age and 
usually carrying sons kind of musket. 

MSM™ JCILITIAHAS- Slightly younger and thicker, some of 
these men have actually seen combat in Korea. As with all 
members of the militia, they're armed and dangerous. 
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J-UOO aiLITUMAB - Hd one's actuiUj Been one of thsse, but 
there's a story going around the office that Otis Uonday 
has some sort of giant mountain-men luaberiaQlt types 
staying at his farm. Big eneugii to eat a side of bacon in a 
sitting, they say. Wbo knows if it's true? 

That's the threat roimaup in a nittahell. Here's how we're 
preparing to deal with it: 

BEAr COPS - All heat officers will be on duty during 
opening day, in addition, we'll hare roving officers in 
HEiuad cars patrolling all areas of the oitr at all tioes. 
Kvery beat top will be equipped with revolvers; some will 
be using the first batch of Br. Wye's wrist coimunicators. 
KhiGh have a lovely taser built in. It's usuallj- not fatal 
and therefore it should be a great way to keep teenage ra in 
line, 

lilOflSR RAMS - The "de^k jockeys" will man the station all 
day to nake sure any perps are prooeaseii and inprisoned in 
a pinoh. They'll be wearing their revolvers as well but I 
think we can safely say they won't have any occasion to uao 
them. 

RIOT COPS - our freshly trained riot squad will be standing 
by fur the first day just in case. Originally we thought we 
would need them for crowd control at Punchbowl Stadiui. 
tonight, but the oanoellation of the Freddy Peeley "Rook 
and Roll" concert has left then! with nothing to do. 
Havertheless, they will be fully equipped and suited up - 
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STUBBS ON FOOT: 

THROW GflEKABE LEFT TRIGGER 

MOVE STUBBS LEFT THUMBSTICK 

PAUSE . START BUTTON 

ATTACK {ALT} BIGHT TRIGGER 

USE/INSTA-KILL Y BUTTON 

ATTACK X BUTTON 

FLATULENCE B BUTTON 

lOMP A BUTTSN 

THflOW KAHD BLACK BUTTON 

ROLL HEAD WHITE SUTTON 

ROTATE CAMERA RIGHT THUMBSTICK 

POSSESSED HUMAN ON FOOT: 

HOVE (CLICK TO DUCK) LEFT THUMBSTICK 

PAUSE START BUTTON 

SHOOT/ATTACK fllGHT TRIGGER 

USE/INSTA-KILL Y BUTTON 

MELEE ATTACK X BUTTON 

BHAW/HOLSTER WEAPON B BUTTON 

iUMP A BUTTON 

ABANDON POSSESSED BLACK BUTTON 

VEHICLE CONTROLS: 

SECONBARY ATTACK LEFT TRIGGER 

ACCELERATE/^EVERSE LEFT THUMBSTICK 

PAUSE START BUTTON 

PRIMARY ATTACK RIGHT TRIGGER 

EXIT VEHICLE Y BUTTON 

STEERING RIGHT THUMBSTICK 



Notes 



